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-Konar ni, JnC warrants to thtf r^riginal purchaser or this Kona ml 
WT-Kh this- COmpjtCf program is rcr.P-'-tteU i? fre-r frQifi rfcd^a?. ill mat&TlalS ifid WCfftmanship tor a 
pencdof ninety 1901 days from trie date of purchase Tniv Kenami SCfl ware program is sokl1 as isV 
without express or implso warmne/of any hind, and ho™rn■ is .net Mhle Fix a*iy Icr^eior damages 
of any kind resu^rng fJorTUJse or this program. Konam agrees for a period of ninety f^GJ diiyi to 
tfftei repair or replrX£, ai its, option., tree of charge, any Konami software prod oat postage paid, 

wch proof ofdrfteof pmthasfr.- ^ its Factory Service tenter. 

This warranty is not applicatie to normal wear and tear This warranty shal I net be 
appNtiftle and shi3i‘l be void if thedel etz ki the Konami scnware product nas arisen 
trough afctise 1ii'vm w nabfe use, misn e?tmene or neglect. T HIS WARRAN i Y IS IN 
UEU OF ALL OTHER1 WAPWAhfTTFS ANQ NO OTHER HrPRFSENTATOMs OK 
CLAIMS OF ANY NATURE SHALL BE BINDING ON Off OBLIGATE KONAMI 
ANY IMRJED WARRANTIES APPLICABLE IO ! H£ SOI- TWARE PRODUCT. 
JNTLUOMC* WARRANTIES OF MERCHANTABILITY AND FITNESS HOtf A 
PAJf TfC IJI. A I? PC J R FOSf ARF LIMITED TO THE NINETY |TO| DAY PERIOD 
DESCRIBED ABOVE IN NQ EVENT WILL KQN/WU hf LIABLE FOR ANY SPECIAL, 

INCIDENTAL, 04? CONSEQUENTIAL DAMAGES RESULTING FROM POSSESSION, 
UEEOH MALFUNCTION OF THIS KONAMI SOFTWARE -PRODUCT. 

product that the medium or 

% 

Seme states do not a*lcw limitations as to now long an Implied warranty 
lasts, and for exclusions or r&nitaridna ctf incidental oi conwgcjential 
damages- ho (he ahe^e limitationsandfor exclusions n! liatmfiy may noi This game 15 licensed by 
apply to you TN* warranty gives you sprt ifie t kjhts. ami you rroy a Iso Nmtei Ho for play on The 
tiavc other righa which vary from state to state. 

^NintendgJ 

ertYeRTRininsnT 

NirrndD and iMnbpndo i ntenlwfTicn! jL;j 1 n -,h■ ■“ Irddemdrks of Nintendo l’-i Aitki kj fru 
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CONGRATULATIONS! 
You now own the auchenEk Konami home version of 
Double Dribtare, orreuf Konami^ many original arcade 
hits. We suggest that you read this instruction manuaP 

thoroughly before playingt.he game. 

TABLE OF CONTENTS 

introduction; 
HOW TO BEGIN . 4 

Select Screen 5 

Offensive/ 
Defensive Contro 1 6 

Game Screen . 

Slam Screens a m ■ « ■ ■ 

In-Bounding The Ball/ 
The Three Pointer.... 

Taking Care Of Your Game.... 10 

<? ■ ■ ■ ■ 



INTRODUCTION 
The World Championship Is At Your Fingertips 

You're 5 or I S against m rgfit y Lai Angeles in a championship senes dead ocked at 
three games apiece [he last six meeslngs have been grueling, Your opponent's defense 
has tieen brucaJ, his offense awesome But you' ve managed to hang tough, running 
your game plan, crashing the giaa forcing turnovers, and Firing in three point bombs. 

Now it's crunch time The Finar game. And though your team is battered and 
bruised they still have speed to drive the Fane, muscle to power past picks, talent to 
break free underneath, and most importantly enough heart to win. 

So. primed for victory, you change into the arena. Fans packed ro the rafters 
cheer from the edge of their scats. Thousands of reporters wa:t to make you the hero 
or the goat. 

It s all or i-KHhfng. And ycii'-re Lip for the challenge Because you're a pro, ready to 
be crowned champion of the world 

HOW TO BEGIN 
The Pre Game Warm Ups 

Double Dribb'e, the rust 5 on 5, full court home basketball game, can he- played 
by either one or two players. If only one person pJays. use rontroJ P and take on the 
computer If you want to compete against another player, both COULrOlS are used. 

Whether one or two persons play, the winner is determined by who has toe most 
points when the fina-l tinker sounds. 

To set up the action, press the START button on either of your controls, Thjs creates 
a scrEcn showing if wee categoi ies- - UML, U AM, LEVEL—and an END selection, ]Sfp 
Select Screen on page 5] Each category gives yen- options to choose from:. 
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For TIME, your options are 5:00. $0:00, ^0:00 and JO.00 minute periods. For' TEAM, 
you select one of four top contenders: Los Angeles, Boston. Chicago or New York, with 

team's jersey color represented at the bottom left corner of the screen. fWhen only 
one person plays, the opponent is automatically Boston,] And for LEVEL, you can 
choose from LEVELS I, 2 and 3. with LEVEL 3 being the mgs* challenging. 

To make your selection in each catrgojry, pres* the A button. The player at the bot¬ 
tom right of the screen will take a set she;, and when the ball swishes through [fie net 
your option in that category wifi advance. 

After you've reached the desired option, press the COMTRCSL PAD down Ry 
pressing the pad down you will move ihe selection arrow from one category to toe 

■ 

After al'three category selections have been made —TIME, TEAM and I EVEL—take 
a final shot at toe END basket Now yo-..r game is set up. 

of the NationaF 
Anthem Fades, an overhead view 
of the court appears, arid the 
two teams take the court. The 
Jump Rail is automatic and to 
control the rip you must press 
button 3 on your contra,. 

To learn hdw to man¬ 
euver the players see the 
OFFENSIVE and DEFENSIVE 
CONTROL diagrams on page 6 

Select Screen 



A Sutton 
Aim yiojr man 
toward the nearest 
receiver who WjII 
begin flashing and 
press A button to 
pass. Ateouse A 
buLLPr: when 
rafting the ball oui 
or bounds. 

Con IroU Pad 
Allows ye jc r CO fftovi only 
the Flashing player in eighL 
dirfwftnt direct ibrac. O 

O 

Select Button 
Not used rll;rirj ?.r “ 
game CEX’dfe/ons. 

Start 6u Cto n 
Siart* and p a use *, 
the ac.tiOn. 

B Button 
U-tSi you ■.h>:ir:-£ t.hn ball Pi rii button- to 
jump Reie-a^e it to shoot AI&o tne (he e 
I:i u>: i11 w/ im-'i rin111;g Free 111rl:-,. 

m\ 

Control 
■CJ 

Controi Pad 
M r.\'e5 y-pUr f'^stv.ng 
defenseman 

This iiytlur tfrjfMlii.ttrjr. 
TO trI IT* beill. you 
irn i st first gee in frprit gf 
t^e I 
press t.he rt bi m-on 

O 
earner and then D 

Q 

Select Button 
No* used din ir 
jJ*Tie i ijrirTiCin-. r. 

Start Button 
Starts and pauses 
the .-icriuri. 

B Button 
This,‘i used when your flashing defense- 
man is out c>1 pos^on. When pressed, e 
swathes your control to a defenseman 
(ik^se^t in the opponent with the ball. 

fa 

Period 
[One game consists 
of 4 periods) 

2 player or 
computer score 

t player score 

Indicates four 
or violation. Remaining! time 

Fouls: Blmckmg ancJ 
pushing.. 

V Ida t lom: 
1 r Travering 2r Hokling ihe ban 3- not getting the b? i1 

wsthoiJt dribbling 
for 5 seconds. 

4. *Joi taking a shot 
within 24 seconds qf 
Hieing possession 

across ha f court 
■ n ID second^ 
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Slam 
When you( offensive man breads mto 

the open and drives for an uncontested iay 
rn„ the slam screen wrl! autornabcaIly appear, 
and one of three rim rockin' slams wiJl right 
up the stadium. 

The style of Siam is randomly chosen 
by the computer. 
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Getting the b$\\ in bounds is a key 
Fundamental of tfir game. Aim your lGOFrst 
.-icist levelheaded player toward a team mate/ 
which wilJ cause the teammate to start 
flashing, then, while holding down the 
Control pad, push button A. 

Hut remember You only have five sec 
oitris to get me ball into pl^y or it's -h violation 

Just like the pros, you* home court 
nas .i tfvee pomi ime to challenge your 
^eam'* bctf shooter So if you Fiavir the 
touch to launch pm-point jumpers from 
way 014. you're awarded thr« points 
rmtead or two. 

1 
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Treal Your Konatni Ca ref u My 

• This Konami Game Pak is a precis ion-crafted device with- 
complex electronic circukry. Avoid subjecting it to undue shock 
or extremes of temperature. Never attempt to open ur drsmantie 
the Gume Fak. 

* Do not couch the terminal* i!eads or aitow them to come into 
contact with water or the game circuitry will be damaged. 

* Always make sure your NES Coritroi Deck is SWITCHED OFF 
when inserting the Game Pak or removrng it from the NES 
( ontrol Deck. 

1 Never insert your fingers or any metal objects into the terminal 
pOFtiOri of the expansion connector This can result in malfunction 
or damage. 
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This equjpmer* generates and use*. ffrequency energy and if not installed-atid used cropwly, 
chat is. n strict accords nr.? with i he numu r act urej ' s instructions, may cause interfere-nee to radioarul 
television reception It hjs been type tested anc toonc do comply with me iinvis For a Cbto& H Com¬ 
puting d evict in ;i££<?ir^nfe with The spec i r i-c ;■ 11 on s in Subpart J of Part IS oi FCC Rim? s.. which are 
designed CO provide reasonable protection against such interference in a residential installation. 
.- \dwe■ r, mete as no guarantee thee i re e rierenr ? >a.ii i rvir occur in a particular installation, u this 
<-i|L.-niTWrT does cause i ntef Fe-r-r-n c e tu radio or television reception, which can be determined by 
turning \ he equipment off and on., toe user ^ encouraged t<j 2 ■ y to cor.-ee* the interference by one or 
more or the fol'Towing measures 

— fiel>->?m the receiving antenna 
— fielccace the NES with respect to Eft£ weivet 
— iVtbve thc NES away from dir* receiver 
— Piuq the NFS :nte ir differcMii- outlet sQ Uiai computer aiTd receiver are on different circuits. 

I necessary, the user should consu it the dealer or a-n e*pej irnr ed radidftelevisidniacnnKian rot add 1- 
t?onaI suggesuons. he user may Find the Following boOkfet prepared hy iTieF eder3.1 Comm u r*:ator 1 s 
Com mts ston heipM l-fciw to 11 k r t-1 fy and R e so I w e IV. +d kj ■ T V interference PrctJe m s. mis OoofcJet is 
availablcfrcm the U S Gove? ■ inner* PrintingOfffce. Woshlngjon, LX. VMZ Stock No. UU4CUWJOj^S-i 
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